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Hello Patrons! 


Happy Anniversary, everyone. This issue marks three 
years of the RollPlay Zine. I’ve loved collating all my notes 
and presenting them to you. I hope you've enjoyed what 
I’ve had to offer. I want to take a second to thank Dan- 
iel, our designer, for all his hard work and skills. The zine 
would look a lot less interesting without him. 


In this issue, we're focused primarily on Far Verona Sea- 
son 2, which at the time of writing this, has had three ac- 
tion-packed episodes. I’ve provided my notes from each 
session, as well as prep for the episodes and a little charac- 
ter dossier for each player. If you're not already watching, 
I hope this issue will convince you to pop into the stream 
or check out the YouTube playlist for Season 2. 


I’ve also included a few pages of Court of Swords notes 
and character creation notes for our upcoming one shot 
with Asa, Dodger, Morgan and JP! 


Thank you so much for your support, and welcome to Is- 
sue 36 of the GM’s Notebook. 


Adam Koebel 
RollPlay GM 
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JASNAH SOLARI 





ARCHETYPE: Synth 
CAREER: Soldier 


Brawn 
Agility 
Intellect 
Cunning 
Willpower 
Presence 


TRAINED SKILLS: 
Athletics, Driving, Perception, Survival, Melee, 
Ranged (Light) x2, Leadership x2 


TALENTS: 
Underestimated, Second Wind 


DESIRE: Justice 

FEAR: Failure 
STRENGTH: Adaptation 
FLAW: Deception 
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HALEY SKY 





ARCHETYPE: Synth 
CAREER: Entertainer 


Brawn 
Agility 
Intellect 
Cunning 
Willpower 
Presence 


TRAINED SKILLS: 


Coordination x2, Discipline, Piloting, Skuldug- 
gery, Stealth, Melee, Charm x2, Deception x2, 


Leadership, Negotiation 


TALENTS: 
Underestimated 


DESIRE: Ambition 
FEAR: Obscurity 
STRENGTH: Adaptation 
FLAW: Pride 
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JOHNNY COLLINS 





ARCHETYPE: Vista 
CAREER: Bartender 


Brawn 
Agility 
Intellect 
Cunning 
Willpower 
Presence 


TRAINED SKILLS: 
Cool, Coordination, Streetwise, Charm 


TALENTS: 
Inorganic 


DESIRE: Acknowledgement 
FEAR: Obsolescence 
STRENGTH: Insight 

FLAW: Unreliable 
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COUNTESS ERIDANUS AUTUMN VASKA 





ARCHETYPE: Psychic 
CAREER: Healer 


Brawn 
Agility 
Intellect 
Cunning 
Willpower 
Presence 


TRAINED SKILLS: 
Discipline, Medicine x2, Vigilance, Negotia- 
tion, Knowledge, Biopsionics x2, Precognition 


TALENTS: 
Proper Upbringing, Toughened, Torching 


DESIRE: Safety 

FEAR: Isolation 
STRENGTH: Idealistic 
FLAW: Recklessness 
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=AR U=RONA 
S=ASON 2 
=PrSoo= 
THR==+ 


‘| AIRDATE 


EPISODE LENGTH 


3 hours (15 minutes warmup, 5 minute break midroll) 


2, 1 hour + 20 minute acts 













EPISODE GOALS 







Get the PCs from the farm site to Tanez, then give them a chance 
to settle in there and explore their options a little. Place a poten- 
tial goal in front of them, to help them move into the first arc and 
the greater story. 
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STAKES QUESTIONS 


what will it take to lose the Crux team? 
what awaits them in Tanez? 

who is waiting there to help them? 
what enemies do they have? 

what will it cost to get there? 


‘| WHO 

the Crux team, the PCs and whatever they find when they arrive 
1 WHAT 

a big chase, with vehicles 


WHAT 


x xX X KX xX 







Month 2, 3201, Zeroth Month of the Reign of the House of Pyxis 


(1 WHY 


1 HOW 
the former UPC truck 


x Arnehan and Kodiak Zwei 
x The Triangulum Knight 
x Hadeel and Kristine 
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TH= 
LHASS= 


THE ARMORED TRUCK 








HANDLING: -1 
MAX SPEED: 1 

SILHOUETTE: 2 

DEFENSE: 2 

ARMOR: 2 (20 POINTS PERSONAL SCALE) 
HULL TRAUMA THRESHOLD: 8 
SYSTEM STRAIN THRESHOLD: 2 





HANDLING: +0 
MAX SPEED: 3 
SILHOUETTE: 2 
DEFENSE: 0 


ARMOR: 1 (10 POINTS PERSONAL SCALE) 


HT THRESHOLD: 5 
SS THRESHOLD: 5 





HANDLING: +0 
MAX SPEED: 3 
SILHOUETTE: 2 

DEFENSE: 0 

ARMOR: 1 (10 POINTS PERSONAL SCALE) 
HT THRESHOLD: 5 

SS THRESHOLD: 5 
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PHASS= 


UT I=: 


x open terrain, a single dirt road surrounded by overgrown brushland 


x a single dirt road 


x abandoned farming equipment, some small buildings here and there 


PHASS= 


T WU: 


x Qld Tanez Highway, dilapidated massive highway system 
x damaged or semi-abandoned massive buildings 
x random scattered people and encampments 


PHASS= 


THR==: 


x At this point, the PCs have to choose one of the following options; 


x xX X XxX 


It's basically a no-weapons chase, where the Crux are 
attempting to follow the PCs and the PCs are trying to 
get away using cover and stealth (given that they’re 
being pursued by a faster foe who can fly, they'll need 
to get distance and cover). 


lf they manage to lose Crux completely, the team will 
circle back and go to ground for support, buying the 
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go into Old Tanez (slums and ruins) 

go into the Equality District (low density, forests) 

Widow and the Whale Residential (housing blocks, middle class) 
head for the Icebox (uphill towards the mountains) 


PCs a few days. 
(Insert scene with Arnehan reporting to Yancy) 


lf the PCs crash or stall out or whatever, the team lands 
and attempt to retire on foot. 


AFTER THE CASE 


If the PCs get away, the truck runs out of fuel wherever 
they chose to go. Now we need to work out who they're 


here to meet. Talk to the players, get them to spend story 
points and potentially work in the following hooks: 





the Society for Ethical Reform through Aid, Protection, 
and Humanitarianism (SERAPH) has a base here, and 
might be inclined to help. They're 

“a progressive charitable foundation that formed on Cabina 
in 3200, in the wake of the Sector Trade Organization's de- 
feat and the dissolution of the Church of Humanity, Repen- 
tant. It is composed of numerous charitable and corporate 
entities with a sectorwide presence, with additional stake- 
holding backing of the Cabinan government.” 





They're rumored to be synth smugglers and an aid to those 
in need. Do the PCs have a connection there? Is that why 
they're here? 


Alternately, there might be a remnant of the UPC here while predominantly a planetist movement could be of 
willing to assist, particularly the Friends of Yakiyah who, 


“The Friends of Yakiyah” is a religious minority as well as a 
philosophical and political organization of members known 
as “Friends.” Based on the planet Yakiyah in the Tsatsos 
system, they have deep roots in the agricultural planet. The 
Friends seek to protect their ancestral home by counseling 
and guiding the new revolutionary movement that has tak- 








use and certainly know the place well. 


en control of Yakiyah. 





Minions rained in launching strikes against enemy oper- 
ations. An asset attacked by saboteurs cannot apply any 
Use Asset Ability action until the start of the attacking 
faction’s next turn. This applies whether or not the attack 
was successful. 











As long as the PCs are on the planet (and this As- 
set does, too) they'll be hounded by the hunter 
teams. Here's a countdown clock to manage that. 


|. the Crux team regroups and rearms 
ll. the team starts searching nearby districts and 
finds the truck 





Ill. the team starts searching the district the PCs 
are in 

lV. the team finds the PCs 

V. Hunter teams strike at the PCs 


Once the PCs are arrived and looking for safety, whoever 
they hook up with gives them the first hints of a safe 
place for Synths, hidden away from where their enemies 
can find them. Rumors say it’s a lost paradise, others say 
a utopia made by the Guild and abandoned, others say 
it's a trap. Basically, they have the opportunity to seek 
out VERONA (and drop this at the end of the episode if 
it’s at all possible.) 


19 


—AR USROMNS S=ASO!! 2 
=PLS0d= UI l= 
SsS=S5L0I1 Mu T=S 


ett 3e-) 
o+46-) 





') genor | bullshit bc 10 minutes 
2) introduce tle Sustem (show a die coll, explain tle pools , story points ) 
3) introduce tHe Sitnetion , ISK cach ey fo desocibe whee Hes were whan He 


COAX Ship accwend 


. Jasnah low many of “pu ve Mere” are ot Me only ene who Knows A eees 4. Lolct ? 
- Counters Autumn fell us aheut your sister - does she haw te gor oc Seek jindegendem cer 
: Johnny | de nour cohabitate with tle otles 2 what is oo cole 2 why do Hey tolecate you* 


- Haley, someone among wor treats ao like tle helpless chila ore >gpee fo be, do wou lek Maw. ? 
? degend ins, ov) Haley's answer citler tHe carekaker dies or Kaley ig tle Lab one Spoiled 
Kodiak Zwer nous: 


+ flere ace iMegal synthetics in Yk-620 2 condemned fominn combine 
: He ceclaimation bets Xe Aushiny out ail Kinds of vermin 
* orders ae fo cetive with impunity 
Johnny - +] black die 
NPCs: 
‘Amelan (Cour Set. ) 
* Goons 
; lady Pash, Terangulum specialist with > cool (asec weaPor\ 
janah, 2 be mencunary "  g dovsprurs Mndiwidusl whe looks but is unsenfimerrla( about 
He world scound hor 


Avdwnnn \laska. Youn * Short , techwear, well deeS3ed noble under ty weatloredl exledor 
shang le him worn and domanod 


1) Hore ae tour other opie one of tlom is dead, died cecomtl (Louise ts an old in’ 
) =? newost dder of He group, betrayed Yao? 1 ) “eee 
+ Hactin (weaks ley Like 2 ceal Kid, she lets him , he calls her Sweetheart 
+ Kristine (teas Jehany life 2 pe<son) 
(Uns \laska, out of siete someubere. ) 
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Freep Se Episode 0% 


: fead up on Uehicle cules 

‘ stats foc the shuttle + atmoted truck 

* fhink about fle chase, escape, and hiding out in Tanéz 
* who do they Know, who is their contact there 2 
- what awaits in lanéz : opposition and allies 

. what ate we doing, besides cunning * What's in Tange 2 

' opportunities and costs 

. put the big map onto Foll20 


We track : 


. wheeled | heavy , acmoute a , AO WeAPONs 


1 shultle : 


‘ Flving Cost. armored, No weapons 
? Faction Hooks 


> Wik Hooks, \ leadiy questions + opportunities 
> Motivational Hooks 


| Nek Kales on Goresus 79: ns | 


Maneuse% : 


Hh boy: actor 4oiler | @ 
ath _<pamah.—§ 


Act \: \. escape 
Ack 2: a moment of peace 
Act 3: Wdeout » Tanez 


on Jekiyaln . 


7 House Corx Saboteucs 

- 2 SERAPH Qare of influence 

* House Reticulum Party Machine 

° Splinteced UPC Shipping, zealots, seditionists 
parky machines and demappaues 


+ 3 new ila steuctuce of the Yakiyan 
Mandate 


\ Yeisine: J dens, + (eocsome wound | 


Actions: Ole. Nehicle Ackons: 
* Accelerate. : Dovorous Paving ” Plot Course > Fie. Discipline 
- Gace fe Impact " Ugnlet Racraez . Copi lot : dean Le Cron 
 Decelecate * Concentrated Barraye + omni “Hack Enews Syston 
- Evade - Pamage Control ‘ Boost Defenses —-~_Intewcept Projectiles 
* Leposition > Gain He Advanta0 - Manual Repates 
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; a Asa: Cleric, Yusef 
/ Moecan: Paladin Human 
i Dovcer: Wizard, Elf 





. Oe: Thief Half ling 


YAS lone US | duacen cleric, old bald sad | 00ish (te / nim) 
" worships a es of “what lies beneath” meanins rock * stone | honored by combat to prove ctrena th 





P rousrded | hore and now 
, P - wlorthipped by duontes humans but not elves 

" rose Thcough $a camks but left the chucch on a mission fo find tHe pare stone. im compesition with otlecs 

- old and somewhat traditional 
~- 9 ‘a Solitary wandererer but used +o be a Hohe inte hala Rats 
af * the church is wmpleding due fo introversion 

~ * has beom on a three year “pumney so fac 

- dreamt of fle perfect stone 





ef Joes elfsh Wizard (he [vim ), recomtl. acrested : prisoy| elf 
: echnically under “quest acrest” 
* atlempted “a Heft (orgnizer ) of spellbooks of febiddem mene (didn! now le contents) 
: f ligper ieee (eit witard ) a much-beloved elf wizard who hates Nip Noes but seceetly , sabotano 
" all clues Can do marc, eveqere else hasto work fr tt 
Ye Spellbooks cepresent hidden-from- elves 
Wor ore: fwin human thieves have not seen Hem | one of Hum oc both: tebcoyal § 
: are up in on elf town | but now ofer people ive Here 4o0 


Moytiy , wating Hel (Hay, |Home) 
| , halflinys faye names based on normal shill _ to male Yum \lend iy, 
4 ‘ Wallin re sus atound hove 9 Seccer ocienn thot most people don} know 
: orrdooped most ‘ nol really cnowyl 
Moy fly 18 a stand-out, not socially norma 









- og - bored of bein. dull oe not interested 
0 - out fr new experiences , wot fed to outcomes 
* most Valuable theft: a whole house, gave it back 

A go " always wanted 4o Steal: Someone's hearts desice (a peefecl stone, gchaps? ) 
“> ~ \ 359 WAS humne Paladin (he nim) dad: emperor dogenor- 
wr > 2 > Soler is an elder \owonec Cassws chord with enacting He \ow) oeutlx : douctas dogman 

2 = . royal ok 2 Sock: He scioN| of an shrovy0 imperial house 
- at * Coccing’ ther is 2 lit god , but Cassius is hearin, anotler Voice quest: lear Me yoicn of 4 
1 7 > his family's ney ; Cassias’ beotler who is envious gods 
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Court of Swords: 


I pisode 118 
Session Notes 





Ht Gudile Sovont of Sooneks focbiaden + Leste Ghala-c$ 


[re] SS Fp geehe 


Whee ge they: at te edse of town, undar the city near an overscown tunnel 
NPCs who need thivys: 
. [le Action will wake up Ca death, havin Some minor cai 
- Amica wants to Raye out He (orld slo 2853 “Fyrvten Promises hele 
. Rugtieker has absolute. lost ct and his facm is aleccun - he's Arefny to summon 2 aceat worm and he 
has a bunch of weirdo disciples Nou) 


He funnel: 
-9 (ice cuptuce has caused slrange mutations | brtvaivs realit) enersy qushivy in. 4 
Junnels of Aocla xe onetrun with elementals. its fallon Annihilation down tac. if 4h PCs 
use ‘le tunnels 40 escape, they need to survive tle weird ecuptions and confusion. 


the Yom: 

ag Mohan * Awiea lett, Pyughackar committed suicide several times by way of blood jronfuston 
cpre WONG. Most cacomtly, he injected himself? sith lacval\ Void worm blood | seramblin his proverbial 
noodle. Hers gene Lom doctor fo cult leader, A pair of assisiont weirdos dre helpin him out in He 
Swamp where ha dIMS to Summon 2 oid worm. 






Vow 


Said weicdos: | 10 | 4A | 
"all on need is 2 rife 4 duin lunatic worm - acolsres (human ) Wle 
- ten thousand spoons 
PC focus sa\s: 


sleam dbout what will \oppen (Amica x Reomises « Mahasit) ond \pnoct oath 
> Bnd the claim (litle Action needs opar * juice) 
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